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[1045] 5. Receive payment of amount due
[1046] 6. Release stock of game environment to player
character
[1047] 7. Flag option as exercised.
[1048] System 500 may be configured to allow a player
character to exchange assets for shares of a game environ-
ment before an initial public offering by performing steps
such as:
[1049] 1. Output a virtual IPO cash price of a share of
a game environment to a player character
[1050] 2. Receive a request to exchange an asset for
shares from a player character in the game environment

[1051] 3. Determine the asset value

[1052] 4. Receive the asset into the game environment
account

[1053] 5. Transfer stock whose virtual cash value is

equal to the virtual cash value of the asset to the player

character
[1054] The present disclosure provides numerous systems
and methods related to virtual environments in online com-
puter games. It should be appreciated that numerous
embodiments are described in detail and that various com-
binations and subcombinations of these embodiments are
contemplated by the present disclosure.

What is claimed is:

1. A method comprising:

providing a first video game environment;

receiving a blueprint for a game object from a first player

character interacting in the first game environment;
obtaining a determination of registrability for the blue-
print; and

if the blueprint is registrable, registering the game object

in a virtual patent office.

2. The method of claim 1 further comprising providing
access to a database of blueprints for registered game objects
to player characters interacting in the first game environ-
ment.

3. The method of claim 1 wherein the game object is
constructed from one or more materials and the step of
obtaining a determination of registrability comprises deter-
mining if the materials used to construct the object are
acceptable.

4. The method of claim 3 wherein determining if the
materials used to construct the object are acceptable com-
prises:

determining if the game environment comprises multiple

game phases;

determining which game phase the first player character

was interacting in when the blueprint was submitted for
registration; and

determining if the materials used to construct the object

exist in the game phase in which the first player
character was interacting.

5. The method of claim 2 further comprising:

receiving a request to purchase a blueprint for a registered

game object from a second player character;
receiving payment for the blueprint from the second
player character; and

authorizing the second player character to build the object

in the blueprint.
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6. The method of claim 5 wherein each player character
interacting in the game environment possesses one or more
skills, the method further comprising:

determining the skills required to build the object in the

blueprint;

determining whether the second player character pos-

sesses the required skills.

7. The method of claim 6 further comprising only autho-
rizing the player to build the object if the second player
character possesses the required skills.

8. The method of claim 6 further comprising, if the second
player character does not possess the required skills, iden-
tifying to the second player character one or more other
player characters who do possess the required skills.

9. The method of claim 5 further comprising determining
a license fee to be paid to the first character by the second
player character.

10. A method comprising:

providing a video game environment;

providing a virtual exchange configured to allow for the

sale and purchase of orders for game attributes;
receiving requests for sales and purchases of game
attributes via the exchange from player characters
interacting with the video game environment; and
altering the player accounts of the player characters
according to the sales and purchases on the exchange.

11. The method of claim 10 further comprising providing
a plurality of exchange seats for purchase by the player
characters.

12. The method of claim 11 further comprising:

Receiving requests from other player characters to

remove a player character from an exchange seat; and
removing the player character from an exchange seat.

13. The method of claim 10 further comprising:

determining if a player character fails to fulfill a sale or

purchase order;

penalizing the player character if the player character has

failed to fulfill a sale or purchase order.

14. The method of claim 13 wherein the penalty is
preclusion from further transactions.

15. The method of claim 10 further comprising:

determining the authenticity of a game attribute that has

been offered for sale on the exchange; and

if the game attribute is determined to be inauthentic,

penalizing the player character who offered the game
attribute for sale.

16. The method of claim 10 further comprising determin-
ing a conversion rate for game attributes offered for sale on
the exchange.

17. The method of claim 10 wherein the exchange is
configured to receive and manage requests for sales and
purchases of game attributes between two or more game
environments.

18. The method of claim 17 wherein managing requests
comprises determining conversion rates between the two or
more game environments.

19. A method comprising:

providing a game environment;

monitoring the activity of player characters in the game
environment;



